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(57) ABSTRACT 

A unique method for providing entertainment to a portable 
device, such as a wireless communication device commu- 
nicating with a host vehicle, is disclosed. The method 
includes the steps of providing a game to a user of the 
wireless communication device; receiving game parameters 
to be used by the user of the wireless communication device; 
operating the game based upon data associated with the 
wireless communication device and/or the host vehicle. 
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METHOD FOR PROVIDING 
ENTERTAINMENT TO PORTABLE DEVICE 
BASED UPON PREDETERMINED 
PARAMETERS 



FIELD OF THE INVENTION 

The present invention is generally related to portable 
electronic devices, and more particularly more particularly 
to a method for providing entertainment to a portable device 
based upon predetermined parameters. 

BACKGROUND OF THE INVENTION 

As vehicles such as automobiles have evolved, more 
entertainment features have been added to make driving 
more pleasurable. In the early days of the automobile for 
example, AM radios were added to vehicles to provide 
entertainment for long distance drives. Such audio systems 
have improved to include removable media devices, such as 
cassette players or CD players. In more advanced systems, 
a display has been incorporated in the vehicle to accommo- 
date even more advanced systems, such as navigation sys- 
tems. 

As the industry continues to develop and wireless com- 
munication systems become more common and have greater 
bandwidth, additional opportunities to provide services to 
the vehicle are available. One such opportunity includes 
entertainment systems that enable playing of games in the 
car. However, there is also a need to provide games that 
provide additional entertainment than conventional hand- 
held games currently on the market. There is also a need to 
generate revenue or provide advertisement opportunities 
based on the location and status of the vehicle. 

Accordingly, there is a need for a method for providing 
entertainment to a portable device, which incorporates 
parameters from the portable device and/or the vehicle. 

BRIEF DESCRIPTION OF THE DRAWINGS 

FIG. 1 is a block diagram of a system overview for 
providing entertainment to a vehicle; 

FIG. 2 is a block diagram of a vehicle multimedia receiver 
for providing entertainment in a vehicle; 

FIG. 3 is a flow chart showing a method for providing 
entertainment in a vehicle according to a first embodiment of 
the invention; 

FIG. 4 is a flow chart showing additional features of the 
method for providing entertainment in a vehicle of FIG. 3; 
and 

FIG. 5 is a flow chart showing additional features of the 
method for providing entertainment in a vehicle of FIG. 3. 

DESCRIPTION OF THE PREFERRED 
EMBODIMENTS 

The present disclosure is a method to provide entertain- 
ment and competition based on parameters selected by the 
player (not the driver), provided by the vehicle, and external 
factors. Preferably, the performance of the game vehicle is 
directly tied to the actual vehicle performance of a "host" 
vehicle. A player may choose parameters for the game 
vehicle (engine, body, 4x4, etc), but the choices have trade 
ofls, e.g., (big engine eats fuel, high performance is less 
reliable, reliable is slower, 4x4 unstable on sharp turns, etc.). 
The host vehicle provides data, such as speed, direction, 
ride, ignition, lights, temperature (air, water, & interior), and 
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communication status to the game. The chosen game car 
speed, handling performance would all be tied to the host 
vehicle. Appropriate multipliers for speed, road conditions, 
gas consumption and other factors would be based on the 
5 host vehicle. 

The route for the game could be based on the game choice 
of programmed courses (i.e., Daytona, swamp courses, 
LeMans, Baja, mountain trails, etc.), based on an anticipated 
route entered by the player (the start and end points define 
10 a distance, and the player would have an event based on that 
distance), be tied to a destination (tour of Disney World 
involves the car moving, stopping to swim in pools, etc.), 
based upon other vehicles, (water craft, such as fan boats, 
racing boats, ice boats, submarines, etc., such as spacecraft 
15 {space race, mars racing, asteroid caroms, etc.}, planes, and 
other systems). Preferably, the method would require the 
vehicle to be moving to play. The stops of the host vehicle 
would then be used for pit stops, food gathering, repairs, 
provisions, etc. in the virtual world. If a gas-guzzler was 
2 q chosen, and went fast on a race, it could run out of gas and 
have to wait for the host to stop to get refueled, as an 
opponet's economy car putts merrily to the finish line. 

Obstacles could include bumps (measured by shocks or an 
accelerometer), locked tires, wiper activity, excessive speed, 
25 and other similar events. The game should be consistent for 
siblings in a car, but when the game is shared with other 
players, on different routes, the game becomes even more 
interesting. Taking inputs from the outside world will 
expand as a dedicated short range communication (DSRC) 
30 type data provides travel conditions, emergency events, and 
speed limit availability. This would allow the game to pit 
during an emergency vehicle encounter, lose points or have 
problems when speeding, and various other scenarios. 
Weather radio reports could impact game conditions. 
35 Accordingly, data from the vehicle itself is not self- 
contained, and can be modified by the communication 
capabilities in the vehicle. The breadth of activities is very 
large, but a main feature includes connecting vehicle fea- 
tures with a game or contest. The more elaborate the vehicle, 
40 the more options available. 

Turning first to FIG. 1, where like elements receive like 
reference numerals throughout, a computer controlled mul- 
timedia entertainment and information system 10. enables 
enriched audio broadcasts, personalized information 
45 services, integrated access to personal and recorded data, 
enhanced navigation services and other software expandable 
services, such as providing games and other entertainment in 
a vehicle through the use of a wireless Internet connection 
to an enabling Internet gateway network. As shown in FIG. 
50 1, a remotely programmable, microcomputer controlled 
multimedia device 20 in a vehicle with a wireless IP address 
for Internet access, an Internet gateway network 30 that 
provides programming, information and Internet access to 
the multimedia device 20, and one or more entertainment 
55 consoles 40. The entertainment consoles) 40 are preferably 
connected to the multimedia device 20 by way of commu- 
nication network 70, which could either be a wired or 
wireless connection, such as a LAN, Irda, Bluetooth or other 
connection. Entertainment console 40 could also communi- 
60 cate with multimedia device 20 by way of internet 60. While 
such an entertainment console for performing the method of 
the present invention could find particular application in a 
vehicle, such methods disclosed in the present invention 
could be performed on a variety of devices, including 
65 portable devices, such as wireless communication devices. 
The multimedia device 20 includes a computer 50 that 
preferably runs an operating system and series of applica- 
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tions that control the operation of the device 20. A user 
operates an application by tuning to a "channel" in keeping 
with the known radio paradigm and its user friendly opera- 
tions. The two types of channels preferably available are 
audio broadcasts (e.g., AM, FM, TV, digital, Internet audio 5 
broadcasts and recorded material) and personal information 
services (e.g., navigation, email, traffic alerts, etc.). Chan- 
nels are organized in a hierarchy 158 so any one can be 
easily selected on screen (see FIG. 2). Audio broadcast 
channels 42 are organized by the format of the broadcast 10 
(i.e., country, rock, talk, etc.) and not by the band or 
frequency of the station. The listener configures the organi- 
zation of the channels through a remote device 40 via the 
Internet gateway network 30. 

The Internet gateway network 30 is designed to transmit 15 
and receive critical information to and from a multimedia 
device 20 in the vehicle 184. Information transmitted pref- 
erably includes broadcaster identification that allows the 
multimedia device 20 to tune to stations by their formats, 
direct Internet access for streaming audio broadcasts and 2 o 
other Internet content, broadcast advertising database 
lookup for direct response to advertisements heard in a 
vehicle, navigation services, delayed digital personalized 
broadcasts, personal information event notices, and appli- 
cation downloads to create new personal information chan- 2 5 
nels. 

An entertainment console 40, such as a wireless commu- 
nication device connected to the Internet 60, are used to 
download information from the Internet gateway network 
30. Entertainment console 40 can also be used to provide 30 
software, such as games and information and/or data from 
the Internet gateway 30 to the multimedia device 20, and can 
retrieve information from the gateway 30 that he has stored 
there from the vehicle 184. In particular, wireless games or 
information and/or data for such games can be downloaded 35 
to a vehicle or a portable device according to the present 
invention. While FIG. 1 shows many possible wireless 
communication methods between the vehicle device and the 
gateway, as those skilled in the art will appreciate, the 
methods illustrated in FIG. 1 are meant to be representative 40 
and do not reflect all possible wireless communication 
methods that may be employed. 

Also according to FIGS. 1 and 2, the multimedia device 
20 consists of computer 50 preferably having a micropro- 
cessor and memory 90, and storage devices 92 that contain 45 
and run an operating system and applications to control and 
communicate with four receivers, such as: a software con- 
trolled multi-band AM, FM, TV audio and digital audio 
broadcast receiver 100; a wired or wireless entertainment 
console 105; a geographical positioning device, such as a 50 
GPS receiver 110 that continuously reports the vehicle's 
longitude, latitude and altitude; one or more high-speed, 
narrow band wireless transceivers 120 for fast transmission 
and reception of large amounts of data from accommodated 
devices; and a wide band wired or wireless Internet addres- 55 
sable gateway transceiver 130 to receive Internet protocol 
based audio broadcasts, new applications known as infor- 
mation or data channels, and configuration data from a 
gateway network 30 created to service the multimedia 
devices 20. The in-vehicle wireless gateway transceiver 130 60 
can also send information to the gateway network 30 such as 
requests for navigation data, advertisement responses, pur- 
chase requests, etc. The vehicle multimedia device of FIG. 
2 also preferably includes a bluetooth transceiver 132 and a 
vehicle LAN 134. The multimedia device 20 also controls 65 
attached conventional multimedia storage equipment such 
as a CD/DVD player 140 or cassette player (not shown). 
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Sound is output through an industry standard amplifier 150 
and speakers 152. A microphone 154 allows for voice 
recognition commands to be given and received by the 
multimedia device 20. While GPS is cited as one type of 
geographical positioning device, any other means for deter- 
mining position, including cellular ID, dead reckoning, delta 
position (vector) beacon, proximity detectors, etc. could be 
used. 

The multimedia device 20 preferably also contains and 
controls one or more digital storage devices 92 to which 
real-time broadcasts can be digitally recorded. The storage 
devices 92 may be hard drives, flash disks, or other auto- 
motive grade storage media. The same storage devices 92 
can also preferably store digital data that is wirelessly 
transferred to the vehicle in faster than real time mode. 
Examples of such digital materials are MP3 audio files or 
nationally syndicated radio shows that can be downloaded 
from the gateway network 30 and played back when desired 
rather than when originally broadcast. 

As FIG. 2 shows, the multimedia device also uses a LCD, 
LED or similar suitable display screen 160 for an automo- 
tive environment to present information to the user and to 
control the multimedia device 20. Controls shown on the 
LCD in FIG. 2 are one possible embodiment for control 
types and location. Those skilled in the art will appreciate 
that control types and locations may vary in different imple- 
mentations of the invention. In one presently preferred 
embodiment, for example, the display screen 160 includes a 
SVi inch 640x480, 216 color VGA LCD display 168. In an 
alternate embodiment, the display can display as little as two 
lines of text, whereas an upper limit of the screen display 
168 can be as large as the intended application may dictate. 
The channel selector 162, tuner 164 and preset button 166 
controls shown in FIG. 2 allow the user to broadly navigate 
all the channels of audio broadcasts and information services 
available on the multimedia device 20. 

A microphone input 176 on the face of the display 160 
allows users to control the multimedia device 20 verbally 
rather than through the control buttons. Key word recogni- 
tion software allows the user to make the same channel 
selections that could be made from any of the button 
controls. Audio feedback through speech synthesis allows 
the user to make selections and hear if any other actions are 
required. Software or hardware based voice recognition and 
speech synthesis may be used to implement this feature. 

Turning now to FIG. 3, it is determined at a step 302 if the 
user will use the actual movement of the host vehicle, or will 
want to map the movements to an imaginary game environ- 
ment. This morphing of motion to an alternate play area can 
be more clearly shown by the following example. As a 
person is an occupant in a vehicle, the motion of the vehicle 
is mapped into an off-road race course complete with rivers, 
hills, sand, snow, etc, or a submarine mission. A person 
going for a walk could have the walk transformed into a 
haunted house or ski slope. If the player decides to use a 
virtual play area at a step 302, the player preferably chooses 
the virtual "board" or situation at a step 304. Note that if 
multiple players are to play the game, they could all play the 
same course, or could play unique courses of equal difficulty 
and point capability. The player chooses the parameters for 
the game (difficulty, type of gear {e.g., stock car or 4x4, rope 
and hammer, or canteen and whip}, etc.) at a step 306. If the 
player wants to use the actual area to be traveled in stead of 
a virtual play area, they define the parameters and limitations 
to the area (if any) at a step 308. In a cross country road trip, 
the boundaries would be left open, but a local game with 
friends may have a defined set of boundaries (geographical 
and/or time). 
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It is now decided if the game will include a single player, player could be told the exact location and type of object, 

or multi-player game at a step 310. If it is multi-player game, The player could be told an object is near and what kind of 

the other players will be contacted or allowed to enter (as in object. The player could be told the exact location, but not 

a continuing game cross country). If single player is chosen, what type of object. The player could be told an object is 

the player sets the level of the virtual competitor at a step s ne ar, but not what type. The player then decides the action 

312. The virtual competitor could be set to be removed from t0 la jj e 

the game, or set to be almost unbeatable. The next decision .' ,. c .. . . . . ... ... .. 

to prepare for play is to determine if the player wants to use . Ml f 1 notlficat '°n » given at a step 420 or if notificauon 

physical parameters while playing at a step 314. These * DOt ? y f D ' ' he P lav . ao ™ »° ste P 422 where 15 

parameters are in addition to location and include (but are 10 ^™tned ^f the object js withm the smaller scoring radius, 

not limited to) temperature, velocity, fuel level, 10 ^ object a only revealed Uie player gets wn^ sconng 

accelerometer, altitude, light, temperature of various radius. A possible ^enano is that the object was m the wide 

elements, speed, wiper status, etc. Note some could be from rad,US : but never ^ c P me f a 50016 radms due t0 th f. P Ia y_ cr 

a connection to a vehicle, to devices on the person, or areas Ranging course. If the player is in the sconng radius, the 

totally unrelated (e.g., player in North Dakota using the „ P la K v would move to a step 424, where points are added or 

temperature in Honolulu). The parameters are chosen and " subtracte , d de ? en *5* T° ° Pt, °u '° 

weighted at a step 316. It is then determined if the player *; 001 ^ wh « n P 01 ^ added ° r ^tracted, 

wants to be able to place objects in the game zone at a siep and ,heQ . th f sa »?8 » d ° De al ^J 0 * ° f ,he 8 ame - 

318. For example, objects could be treasures, bombs, mines, alt ? ma 6 * t0 noll fy ' he , P layer an was e ^puntered, 

etc. The details on these objects will be defined later, and can „ bul not ""P"*- K P««°"» » *™ the object, then 

provide positive or negative results. 2 ° scon°8f done, or data logged for sconng at the end of the 

If objects are used, the next decision is whether to use ^ s to a'sSw "* P * 

wireless technologies to play (e.g., cellular phone, pager, P 

etc.), or to play without wireless connection at a step 320. ^ se00nd P art of the S ame 15 now handled and the 

Playing without a wireless connection can be done with a 25 P la y er location IS aad other data is compared to the virtual 

device that stores information on objects, events, etc and are or P hvsical S ame at ste P 426 The P^yer is notified of the 

downloaded at the end of the game (such as a GPS unit or status of ^ & ame and lf an y aclions are required or desired 

PDA), or compared some other way (e.g., visual). If the ( Q '&> low ^ leaves course for cross co^ry short 

decision is to play wireless, the play inputs are set at a step cut ' etc ) at a ste P 428 * ^ S ame fe "Plated based on the 

322. These inputs could include the type of wireless con- 30 P la y er actl0ns at a ste P 430 - ^ end of P la y conditions are 

nection to be used. A point-to-point system or a server based then tested at a ste P 432 If tne conditions have not been met, 

collector and distributor of information could be used. lhe S ame loo P re P eats at a step 414. If the end conditions 

Continuing on to FIG. 4, the players connect through the have been met the points are determined at a step 434. This 

wireless link at a step 402 if playing wirelessly. The players CaD £ a Iocal or Detworked The rcsult s ™ then 

could have a pre-arranged game where a password is 35 pr ° Vldcd t0 phyeiS at a StCp ** 6 > the game then Cn6s ' 

required to enter the game, or it could be a "pick up" game Continuing now with FIG. 5, the players connect through 

where players enter and exit at will. The parameters of the the wireless link at a step 501. The players could have a pre 

game are distributed between players at a step 404. If any arranged game where a password is required to enter the 

conflicts exist they are settled among the players and final S^c* or il could be a "pick up" game where players enter 

boundaries are given to all players at a step 406. The amount 40 and exit at w ^ u - The parameters of the game are distributed 

and kind of objects that can be placed as well as other between players in at a step 502. If any conflicts exist they 

equipment limitations (e.g., skis, fuel allowed, defensive are settled among the players and final boundaries are given 

items, rooms in haunted house, etc in a virtual game space) t0 ^ P la y ers a t a step 504. The amount and kind of objects 

would be finalized. Next are objects placed at a step 408. tDat can oe placed as well as other equipment limitations 

This could be done through a map Internet site, entering of 45 ( e S » skis » ^ allowed, defensive items, rooms in haunted 

location (address or coordinates), or by traveling the game house, etc in a virtual game space would be finalized). The 

space and physically locate/place the objects. One variation information is provided to the players. This may be by 

would require the objects be placed only by being physically transferring to the players game devices, by keeping it in a 

present. Objects may be placed uniquely for each player. server data base, or other methods. 

Object may also be activated for a time window (i.e. treasure 50 Now the fun begins as the game starts at a step 506. The 

is available for only 10 minutes). The determination if the player location and other data are compared to the virtual or 

object is multi-use or single use is also done here. Finally, physical game at a step 508. The player is notified of the 

the information about objects is provided to the players at a status of the game and if any actions are required or desired 

step 410. This may be done by transferring information to (e.g., low fuel, player leaves course for cross country short 

the players game devices, by keeping it in a server data base, 55 cut, etc.) at a step 510. The game is updated based on the 

or other methods. player actions at a step 512. The end of play conditions are 

Now the fun begins as the game starts at a step 412. The then tested at a step 514. If the conditions have not been met, 

location of the players is compared to the object locations the game loop repeats at a step 508. If the end conditions 

and a determination if the player is within a wide prelim i- have been met, the points are determined at a step 516. This 

nary radius of an object is made at a step 414. If the player 60 can be a local or networked activity. The results are provided 

is not near an object, the routine jumps to step 426 (to be to players at a step 518. 

described later). If the player is in the wide radius, the In summary, a unique method for providing entertainment 

determination if the object is "hidden" or visible to the to a wireless communication device communicating with a 

player is made at a step 416. if the object is not hidden, it is host vehicle is disclosed, the method including the steps of 

determined if the player is to be notified that an object is near 65 providing a game to a user of the wireless communication 

at a step 418. If the player is notified that an object is near, device; receiving game parameters to be used by the user of 

variations exist as to how much detail is given in 420. The the wireless communication device; operating the game 
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based upon data associated with the host vehicle. While 
various parameters from a host vehicle may have one 
meaning for the host vehicle, they may have a different 
application for the game. For example, the position sensors 
associated with the tires of a vehicle having an ABS system 5 
could be used to generate a random number or event. A more 
particular application would be found in the application of 
position sensors associated with the tires for a slot machine 
or roulette application. While the methods of the present 
invention find particular application in connection with 10 
portable device communicating with a host vehicle, such 
methods could be applied to any portable electronic device, 
including wireless communication devices. 
We claim: 

1. A method for providing entertainment to a wireless 15 
communication device, said method including the steps of: 

providing a game to a user of said wireless communica- 
tion device; 

receiving game parameters to be used by said user of said 
wireless communication device; 20 

operating said game based upon predetermined game 
parameters associated with a location of said wireless 
communication device and performance of a host 
vehicle, wherein the location of the wireless commu- 25 
nication device is coupled to a location of the host 
vehicle. 

2. The method of claim 1 wherein said step of receiving 
game parameters comprises receiving parameters selected 
by said user of said wireless communication device. 3Q 

3. The method of claim 1 wherein said step of receiving 
game parameters comprises receiving game parameters 
based upon data from sensors in said host vehicle. 

4. The method of claim 3 wherein said game includes a 
vehicle and wherein the performance of said vehicle is based 35 
upon the performance of said host vehicle. 

5. The method of claim 4 wherein said performance is 
based upon real time performance of the host vehicle. 

6. The method of claim 5 wherein said vehicle is penal- 
ized based upon the real time operation of the host vehicle. 4Q 

7. The method of claim 3 wherein said game parameters 
include a route associated with the route of the host vehicle, 

8. The method of claim 3 wherein said game parameters 
include obstacles associated with the host vehicle. 

9. The method of claim 1 further including a step of 45 
receiving parameters based upon real time data received 
from a remote network. 

10. A method for providing entertainment to a portable 
device communicating with a host vehicle, said method 
including the steps of: 
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providing a game to a user of said portable device; 

receiving game parameters to be used by said user of said 
portable device; operating said game based upon pre- 
determined game parameters associated with a location 
of said host vehicle and performance of the host 
vehicle, wherein a location of the portable device is 
coupled to the location of the host vehicle. 

11. The method of claim 10 wherein said step of receiving 
game parameters comprises receiving parameters associated 
with said host vehicle by way of a wireless network. 

12. The method of claim 10 wherein said step of receiving 
game parameters comprises receiving parameters selected 
by said user of said portable device. 

13. The method of claim 10 wherein said step of operating 
said game based upon predetermined game parameters asso- 
ciated with said host vehicle comprises operating said game 
based upon data from sensors in said host vehicle. 

14. The method of claim 10 wherein said step of operating 
said game includes operating a game vehicle in said game 
and wherein the performance of said game vehicle is based 
upon the performance of said host vehicle. 

15. The method of claim 14 wherein said performance of 
said game vehicle is based upon real time performance of the 
host vehicle. 

16. The method of claim 15 wherein said game vehicle is 
penalized based upon the real time operation of the host 
vehicle. 

17. The method of claim 10 wherein said game param- 
eters include a route associated with the route of the host 
vehicle. 

18. The method of claim 10 wherein said game param- 
eters include obstacles associated with the host vehicle. 

19. The method of claim 10 further including a step of 
receiving parameters based upon real time data received 
from a remote network. 

20. A method for providing entertainment to a wireless 
communication device communicating with a host vehicle, 
said method including the steps of: 

providing a game to a user of said wireless communica- 
tion device; 

receiving game parameters to be used by said user of said 
wireless communication device; 

operating said game based upon predetermined game 
parameters associated a location of said host vehicle 
and the performance of the host vehicle, wherein a 
location of the wireless communication device is 
coupled to the location of the host vehicle. 

***** 



06/08/2004, EAST Version: 1.4.1 



DERWENT-ACC-NO: 2003-102535 
DERWENT-WEEK: 200432 
COPYRIGHT 1999 DERWENT INFORMATION LTD 

TITLE: Game playing method using wireless 

communication device 

in vehicle, involves playing game 

based on acquired game 

parameters associated with location 

of wireless 

communication device 
INVENTOR: D'AVELLO, R F; DAVIS, S B ; NEWELL, M A 

PRIORITY-DATA: 2001US-0821975 (March 30, 2001) 
PATENT-FAMILY: 

PUB-NO PUB-DATE 
LANGUAGE PAGES MAIN-IPC 

\AU 2002254011 Al/ October 15, 2002 N/A 

000 ' A63F 013/12 

US 20020142764 Al October 3, 2002 N/A 

010 H04M 003/00 

JO 200278809 Al/ October 10, 2002 E 

000 A63F 013/12 

US 6735435 B2 May 11, 2004 N/A 

000 H04M 003/00 

INT-CL (IPC): A63F013/12, H04M003/00 

ABSTRACTED-PUB-NO: US20020142764A 
BASIC-ABSTRACT: 

NOVELTY - The information about a game, is provided along 
with the game 

parameters to a user of a wireless communication device. 
The game is played 

based on the received game parameters that are associated 
with the location of 
the communication device. 



\ 



06/08/2004, EAST Version: 1^4.1 



USE - For playing games using wireless communication device 
in vehicle e.g. 
car . 

ADVANTAGE - Enables effectively providing information about 
various games to 

users operating wireless communication device in vehicle. 
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explaining game 
playing method. 
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